
Character Sheet 



] 



Maxin 



Psion | Sword mage 



Dream walker 



26,000 



Character Name 
Dragonborn 



Medium 



18 



Level Class 
Female 6'-2" 



200lbs 



Paragon Path 
Lawful Good 



Epic Destiny 



Total XP 



Race 



Size 



INITIATIVE 



Initiative 



Age 



Gender Height 



Weight 



Alignment 



DEFENSES 



Deity 



CONDITIONAL MODIFIERS 




SCORE 10+ armor; 

DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



o 



Adventuring Company 



MOVEMENT 



Speed (Squares) 



RPGA Number 



SPECIAL MOVEMENT 



BASE ARMOR ITEM MISC 

'I I I I 



CONDITIONAL BONUSES 



ABILITY SCORES 



SCORE ABILITY 

I 19 E SI 

L -m^^MY'V ill« 

I 2i W SSM 



ABIL MOD MOD^^/2 LVL 

jTl 5 

4 



DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



PASSIVE SENSE 



"JBHEE] i i »i I I 



CONDITIONAL BONUSES 



SENSES 



Passive Insight 10 + 



Passive Perception 10 + 



SKILL BONUS 



SPECIAL SENSES 



5 

10 



DEFENSE 1/2 LVL ABIL CLASS FEAT ENH MISC MISC 



22 

CONDITIONAL BONUSES 



ATTACK WORKSPACE 



WIS 

Wisdom 



1 14 Eg 



-1 

2 



^^^DEFENS^l/^^LABI^CLAS^FF^T^ENh^MIS^^MIS^^ 

(22 MMIJI1 15 I 2 | 2 | I 2 | 1 | 1 



CONDITIONAL BONUSES 



ability: |v| e | ee B as j C Attack - Dislocation Longsword +1 

ATT BONU S 1/2 LVL ABIL CLASS PROF FEAT EN H MISC 

G 15 1 1 5 1 5 1 i 3 1 i 2 1 

ABILITY: Me | ee _ |j narmed 

ATT BONUS 1/2 LVL ABIL CLASS PROF FEAT ENH MISC 

U 12 I 



MAX HP 



82 



HIT POINTS 



HEALING SURGES 

BLOODIED SURGE VALUE SURGES/ DAY 



41 



24 



11 



ACTION POINTS 


a 


Action Points 


MILESTONES ACTION POINTS 

0 1 

1 2 

2 3 



12 LVL ABIL CLASS PROF FEAT ENH I 



ADDITIONAL EFFECTS FOR SPENDING ACTION POINTS 



CURRENT HIT POINTS 


CURRENT SURGE USES 


SECOND WIND 1/ENCOUNTER 


USED \Z 


TEMPORARY HIT POINTS 



DEATH SAVING THROW FAILURES 



SAVING THROW MODS 



LT 



RESISTANCES 



CURRENT CONDITIONS AND EFFECTS 



RACE FEATURES 



Dragonborn Fury - +1 to attacks while bloodied 
Draconic Heritage - Add Con modifier to healing surge 
value 

Dragonborn Racial Power 

Dragonfear - You have the dragonfear power 



DAMAGE WORKSPACE 



ability: |v| e | ee B as j C Attack - Dislocation Longsword +1 

DAMAGE ABIL FEAT ENH MISC MISC 

| ld8+7 



ld4+7 



vn i*i i 

k - Unarmed 

ABIL FEAT ENH MISC I 

m m i 



ABILITY: Me | ee _ |j narmed 

DAMAGE ABIL FEAT ENH MISC MISC 



BASIC ATTACKS 



ATTACK DEFENSE 



WEAPON OR POWER 



15 vs AC Dislocation Longsword +1 



DAMAGE 

ld8+7 



12 vs AC Unarmed (Melee) 



ld4+7 



7 vs AC Unarmed (Range) 



ld4+2 



SKILLS 1 


BONUS 


SKILL NAME 




ABIL MOD 
+ 1/2 LVL 


TRND 

(+5) 


ARMOR 
PENALTY 


MISC 


l 5 l 


Acrobatics 


DEX 


m 


m 


n/a 


0 


l 15 l 


Arcana 


INT 


H 


m 


n/a 


0 


l 10 l 


Athletics 


STR 


m 


LH 


n/a 


0 


1 7 


Bluff 


CHA 


m 


H 


n/a 


0 


l 12 l 


Diplomacy 


CHA 


m 


lh 


n/a 


0 


1 4 


Dungeoneering 


WIS 


□ 


m 


n/a 


0 


l 9 l 


Endurance 


CON 




m 


n/a 


0 


1 4 


Heal 


WIS 


m 


H 


n/a 


0 


l 12 l 


History 


INT 




H 


n/a 


2 


1 4 


Insight 


WIS 


m 


B 


n/a 


0 


1 14 


Intimidate 


CHA 


m 


LH 


n/a 


2 


l 4 l 


Nature 


WIS 


m 


0 


n/a 


0 


1 4 


Perception 


WIS 


m 


H 


n/a 


0 


l 10 l 


Religion 


INT 




m 


n/a 


0 


l 5 l 


Stealth 


DEX 


m 




n/a 


0 


l 7 l 


Streetwise 


CHA 


m 


m 


n/a 


0 


l 5 l 


Thievery 


DEX 


m 


m 


n/a 


0 


Max' 


n 













CLASS / PATH / DESTINY FEATURES 



Level 1 Vigilante Starting Feature - You gain the mark of 



FEATS 



Discipline Focus (Hybrid) 


Intelligent Blademaster - Use Int for your MBAs 


Shaper Focus (Hybrid) - Gain minor creation power 


Practiced Killer - Executioner: skill training; 1/encounter, 


Psionic Augmentation (Hybrid) 


+ld8/tier damage with executioner weapon 


Swordbond - Bond with one blade (1 hr.); standard action fc 


Mark of Passage - Move 1 extra sq. when shifting or 


Swordmage Aegis (Hybrid) - Mark at range, but only one 


teleporting with one of your powers; perform certain rituals 


Aegis of Assault - Use aegis of assault as an at-will pow 


Superior Implement Training (Transcendent Ki 


Hybrid Encounter Power 


Focus) - Can use Transcendent Ki Focuses (blinking, 


Level 5 Vigilante Feature - You gain a +5 power bonus to 


reaching) 


Level 10 Vigilante Feature - You gain a +1 power bonus ti 


Escalating Assault - Cumulative +1 (max +3) to MBAs 


Manifest Dream Form - Gain manifest dream form 


with aegis of assault after each such MBA (resets at end of 


Dreaming Advantage - Gain combat advantage with psioni 


encounter or if you drop) 


Paragon Power Points - Gain 2 power points. 


Aegis Vitality - Gain 3/5/8 (by tier) temporary hps when 


Aegis target violates mark 


Agile Opportunist - Make MBA as imm. reaction against 


adjacent enemy after you have been subjected to forced 


LANGUAGES KNOWN 


movement 


Common, Draconic 
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POWER INDEX 




MAGIC ITEM INDEX 


List your powers below. 
Check the box when the power is used. 
Clear the box when the power renews. 




List your powers below. 
Check the box when the power is used. 
Clear the box when the power renews. 


AT-WILL POWERS 




MAGIC ITEMS 


Bull Rush Attack 




WEAPON 1 1 

Dislocation Longsword +1 (E) 


Grab Attack 




WEAPON 


Opportunity Attack 




WEAPON 


Luring Strike 




WEAPON 


Kinetic Trip 




ARMOR |— | 


Manifest Dream Form 




ARMS |— | 






□ 


ENCOUNTER POWERS 




Second Wind 


□ 




HANDS j j 


Dragonfear 


□ 




HEAD 


Minor Creation 


□ 




NECK |— | 


Aegis of Assault 


□ 




RING 


Blazing Pursuit 


□ 




RING 


Evoker's Summoning 


□ 




WAIST j j 


Dream Blade 


□ 




Abduction Transcendent Ki Focus +1 (Ki Focus) O 






□ 


DAILY POWERS 




Vanishing Blade 


□ 




□ 


Thunderous Exit 


□ 




□ 


Lightning Strider 


□ 




□ 


□ 




□ 


□ 




□ 






□ 


UTILITY POWERS 




Second Wind 


□ 




□ 


Mark of the Vigilante 


□ 




□ 


Dimensional Stowaway 


□ 




□ 


Swordmage's Decree 


□ 




□ 


Dimensional Dodge 


□ 




Daily Item Powers Per Day 


□ 




Heroic (1-10) □ Milestone □/□/□/ C 


□ 




Paragon (11-20) Q □ Milestone □/□/□/□ 


Power Points: 4 




Epic (21-30) □□□ Milestone / / / 








OTHER EQUIPMENT 




RITUALS / ALCHEMY 



CHARACTER PORTRAIT 




PERSONALITY TRAITS 



MANNERISMS AND APPEARANCE 



CHARACTER BACKGROUND 



Cloth Armor (Basic Clothing) (E) 



Adventurer's Kit 



COMPANIONS AND ALLIES 



SESSION AND CAMPAIGN NOTES 



COINS AND OTHER WEALTH 



Money on hand: 1 pp; 59 gp 
Stored money: 0 gp 
Encumbrance: 42 / 110 



Maxin 
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CHARACTER NAME 

Maxin 



Skills 






1 


5 


Acrobatics 


DEX 




15 


Arcana 


INT 


(Trained) 


10 


Athletics 


STR 


(Trained) 


7 


Bluff 


CHA 




12 


Diplomacy 


CHA 


(Trained) 


4 


Dungeoneering 


WIS 




9 


Endurance 


CON 




4 


Heal 


WIS 




12 


History 


INT 




4 


Insight 


WIS 




14 


Intimidate 


CHA 


(Trained) 


4 


Nature 


WIS 




4 


Perception 


WIS 




10 


Religion 


INT 




5 


Stealth 


DEX 




7 


Streetwise 


CHA 




5 


Thievery 


DEX 




ADDITIONAL EFFECTS 



Action Point 



ADDITIONAL EFFECTS 



: Dragonborn 



' Hybrid 



■ 11 



Dreaming Advantage: When you spend an 
action point to make a psionic attack, you gain 
combat advantage for that attack against any 
enemy adjacent to your dream form. 



SCORE ABILITY MOD 




AC 


li»!A»l+4l 


22] 




Fort 




in 






1 9 ^^-11 




1 14^^+21 


Will 


22] 



Passive 
Perception 



PLAY DATA 



PLAY DATA 



I r &T ENCOUNTER SPECIAL 



Effect: Gain a standard action this turn. 
Special: You are reset to one action point when 
you take an extended rest. You gain an action 
point each milestone. 



Second Wind 


Bull Rush Attack ^ 


Grab Attack 


i 


KEYWORDS USED 


KEYWORDS USED 


KEYWORDS 


USED 


Standard 






Personal 


Standard 


* + >f 


Melee 1 


Standard 


* + 




Melee touch 


ACTION 


<- 




RANGE 


ACTION 


<► ^ 


RANGE 


ACTION 


<- 


•it 


RANGE 


■ AT-WILL 


|B ENCOUNTER 


■ DAILY 


7 vs Fort 


One creature 


7 vs Reflex 


One creature that is no more thar 


Effect: You soer 


id a healinq surqe 


and reqain 24 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


hit points. You gain a +2 bonus to all defenses 
until the start of your next turn. 


Attack: Strength vs. Fortitude 

Hit: You can push the target 1 square and then 

shift 1 square into the space it left. 

Unarmed: +7 attack 


Requirement: You must have a hand free. 
Attack: Strength vs. Reflex 
Hit: You grab the target until the end of your 
next turn. You can end the grab as a free action. 
Sustain Minor: The grab persists until the end 
of your next turn. 

Unarmed: +7 attack 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 


ADDITIONAL EFFECTS 

+1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 


CLASS LEVEL 


BOOK 


class Level % Ibook ^ 


CLASS 


Level # Ibook pH 


UTILITY POWEI 






AT-WILL POWER 




AT-WILL POWER 





Opportunity Attack 



Opportunity 
ACTION 



Melee 1 
RANGE 



Luring Strike 



5 Arcane, Weapon 



Standard 
ACTION 



Melee weapon 
RANGE 



Manifest Dream Form 



1 



3 Conjuration, Psionic 



Free 
ACTION 



10 <- 



Close burst 10 
RANGE 



ATTACK 



DEFENSE 



The triggering enemy 
TARGET 



15 vs AC 
ATTACK DEFENSE 



One creature 
TARGET 



ATTACK 



DEFENSE 



TARGET 



Trigger: An enemy that you can see either 
leaves a square adjacent to you or uses a ranged 
or an area power while adjacent to you. 
Effect: You make a melee basic attack against 
the target. 



Attack: Intelligence vs. AC 
Hit: 1[W] damage. You shift 1 square and slide 
the target 1 square into the space you occupied. 
Level 21: 2[W] damage. 

Effect: Before or after the attack, you can shift 1 
square. 

Dislocation Longsword +1: +15 attack, ld8+2 
damage 



Trigger: You spend 1 power point or more to augment a psionic 
power 

Effect: You conjure your dream form in an unoccupied square in 
the burst. It lasts until you fall unconscious, until you dismiss it as a 
minor action, or until you use this power again. Your dream form 
occupies its square, and you and your allies can move through it. 
When you take a move action, you can also move your dream form 
a number of squares equal to your speed. You can see and hear as 
if you were in your dream form's square, and you can use powers 
as if you were there. Your dream form can flank with your allies, 
and you gain combat advantage against any target your dream 
form is flanking. Your dream form can be attacked, although it 
lacks hit points. If it takes any damage, it disappears. It is immune 
to your attacks. 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 



3 Sword mage 



Level J |bc 



5 Dreamwalker 



T 



v PH3 



AT-WILL POWER BtJiMGE©NsAO^DOTsl AT-WILL POWER L't" ~ 



AT-WILL POWER 



Maxin 
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Kinetic Trip (Augment 0) 


Kinetic Trip (Augment 1) ^ 


Kinetic Trip (Augment 2) 


keywords A U g menta |3| e ^ Force, Implement, Psionic 


USED 


KEYWORDS . . . . . . _ . 

Augmentable, Force, Implement, Psionic 


USED 


keywords A U g menta b| e ^ Force, Implement, Psionic 


USED 


Standard 


* 


io >r 


Ranged 10 


Standard 


{ 10 >f 


Ranged 10 


Standard 


+ 


10 >f 


Ranged 10 


ACTION 


<- 




RANGE 


ACTION 


<- * 


RANGE 


ACTION 


<- 




RANGE 


12 vs Reflex 


One creature 


12 vs Reflex 


One creature 


12 vs Reflex 


One, two, or three creatures 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


Attack: Intelligence vs. Reflex 
Hit: ld8 + Intelligence modifier (+5) force 
damage. On its next turn, if the target moves 
more than half its speed, it falls prone. 

Dislocation Longsword +1: +12 attack, ld8+7 
damage 

Abduction Transcendent Ki Focus +1: +12 attack, 
ld8+7 damage 


Attack: Intelligence vs. Reflex 
Hit: ld8 + Intelligence modifier (+5) force 
damage. On its next turn, if the target makes a 
move other than a shift, it falls prone. 

Dislocation Longsword +1: +12 attack, ld8+7 
damage 

Abduction Transcendent Ki Focus +1: +12 attack, 
ld8+7 damage 


Attack: Intelligence vs. Reflex 
Hit: ld8 + Intelligence modifier (+5) force 
damage. On its next turn, if the target moves 
more than half its speed, it falls prone. 

Dislocation Longsword +1: +12 attack, ld8+7 
damage 

Abduction Transcendent Ki Focus +1: +12 attack, 
ld8+7 damage 


ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 


ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 


ADDITIONAL EFFECTS 

+1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 


CLASS n . 

Psion 




1 level 3 Ibook pp 


CLA5S Psion 


Level 3 Ibook pp 


CLASS _. . 

Psion 






level 3 Ibook pp 




UlUIJJiUIJlMllilll 


AT-WILL POWER 


DUNGEONS 




AT-WILL POWER 


Dungeons 




Aegis of Assault 


1 


Dragonfear ^ 


Minor Creation 






KEYWORDS . —p. ■ . . . 

Arcane, Teleportation 


USED 


KEYWORDS ._ 

Fear 


USED 


KEYWORDS „ _ . . 

Conjuration, Psionic 


USED 


Minor 


+ 




Close burst 2 


Minor 




Close burst 5 (increase to close bi 


Standard 


i 




Ranged 5 


ACTION 


2 <- 




RANGE 


ACTION 


5 


RANGE 


ACTION 


<- 




RANGE 





One creature in burst 


13 vs Will 


Each enemy in burst 







ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


Effect: You mark the target. The target remains marked until 
you use this power against another target. If you mark other 
creatures using other powers, the target is still marked. A 
creature can be subject to only one mark at a time. A new 
mark supersedes a mark that was already in place. 

If your marked target makes an attack that doesn't include 
you as a target, it takes a -2 penalty to attack rolls. If that 
attack hits and the marked target is within 10 squares of you, 
you can use an immediate reaction to teleport to a square 
adjacent to the target and make a melee basic attack against 
it. If no unoccupied space exists adjacent to the target, you 
can't use this immediate reaction. 


Attack: Strength or Charisma +2 vs. Will 
Level 11: Strength or Charisma +4 vs. Will. 
Level 21: Strength or Charisma +6 vs. Will. 
Hit: The target takes a -2 penalty to attack rolls 
and grants combat advantage until the end of 
your next turn. 

Unarmed: +13 attack 


Effect: You conjure a nonliving, nonmagical object 
that appears within range, either in an unoccupied 
square, in your hand, or in an ally's hand. The 
object lasts until the end of the encounter or until 
you dismiss it as a free action. The object you 
conjure is a single weapon or an item listed under 
"Adventuring Gear," page 222 of the Player's 
Handbook. At the Dungeon Master's discretion, you 
can create some other nonmagical object no larger 
than one that a Medium creature can carry. 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 


ADDITIONAL EFFECTS 


CLASS Swordmage 




j LEVEL |BOOK 


CLASS Dragonborn 


j level \^ D r a g 0 n 388 


clASS Psion 


level Ibook pp 


ENCOUNTER POWER 


1 i i r $J ' 


ENCOUNTER POWER 


DUNGEONS 




ENCOUNTER POWER 






Blazing Pursuit 




Dream Blade (Augment 0) 


Dream Blade (Augment 2) 


KEYWORDS A ._. T . . , . ... 

Arcane, Fire, Teleportation, Weapon 


USED 


KEYWORDS T . . . 

Implement, Psionic, Psychic 


USED 


KEYWORDS T . ,. 

Implement, Psionic, Psychic 


USED 


Standard 


* + 




Melee weapon 


Standard 


t * 


Close burst 5 


Standard 


i 




Close burst 5 


ACTION 


<- 




RANGE 


ACTION 


5 -51- 


RANGE 


ACTION 






RANGE 


15 vs 


AC 


One creature 










Each enemy adjacent to your dres 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


ATTACK DEFENSE 


TARGET 


Attack: Intelligence vs. AC 
Hit: 1[W] + Intelligence modifier (+5) fire damage. 
If the target is within 5 squares of you at the end of 
its next turn, as a free action you can teleport to a 
space that must be adjacent to the target. 
Aegis of Assault: You can teleport to a space 
adjacent to the target even if you do not have line 
of sight to that space. 

Dislocation Longsword +1: +15 attack, ld8+7 
damage 


Effect: Your dream form makes the following melee 
attack. If your dream form isn't present, you use 
manifest dream form as part of this power, and then 
your dream form makes the attack. 
Target: One creature adjacent to your dream form 
Attack: Intelligence vs. Reflex 
Hit: 2d8 + Intelligence modifier (+5) psychic 
damage. 

Effect: Until the end of your next turn, squares 
adjacent to your dream form are difficult terrain for 
your enemies. 


Effect: Your dream form makes the following melee 
attack. If your dream form isn't present, you use 
manifest dream form as part of this power, and then 
your dream form makes the attack. 
Target: One creature adjacent to your dream form 
Attack: Intelligence vs. Reflex 
Hit: 2d8 + Intelligence modifier (+5) psychic 
damage. 

Effect: Until the end of your next turn, squares 
adjacent to your dream form are difficult terrain for 
your enemies. 


ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


CLASS Swordmage 




1 level 1 Ibook Ap 


CLASS Dreamwalker 


j LEVEL |BOOK 


CUKSS Dreamwalker 


level ^ Ibook pH3 


ENCOUNTER POWER 


1 -|^-_r-_ - : ^| - 


ENCOUNTER POWER 


Dungeons 


&BmooNs 


ENCOUNTER POWER 


r 


Kjngeons 


&DR&G 
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Evoker's Summoning 



3 Arcane, Force, Implement, Teleportation 



Standard 
ACTION 



3 <- 



12 
ATTACK 



Will 
DEFENSE 



Close burst 3 
RANGE 



One enemy in burst 
TARGET 



Thunderous Exit 



5 Implement, Psionic, Teleportation, Thunder 



Standard 
ACTION 



3 <- 



12 
ATTACK 



Fort 
DEFENSE 



Close burst 3 
RANGE 



Each creature in burst 
TARGET 



Lightning Strider 



3 Arcane, Lightning, Weapon 



Standard 
ACTION 



15 
ATTACK 



AC 
DEFENSE 



Melee weapon 
RANGE 



One creature 
TARGET 



Attack: Intelligence vs. Will 
Hit: 2d6 + Intelligence modifier (+5) force 
damage, and you can teleport the target to a 
square adjacent to you. 

Dislocation Longsword +1: +12 attack, 2d6+7 
damage 

Abduction Transcendent Ki Focus +1: +12 attack, 
2d6+7 damage 



Attack: Intelligence vs. Fortitude 

Hit: 2d8 + Intelligence modifier (+5) thunder 

damage. 

Miss: Half damage. 

Effect: You teleport 5 squares. 

I Dislocation Longsword +1: +12 attack, 2d8+7 
(damage 

Abduction Transcendent Ki Focus +1: +12 attack, 
2d8+7 damage 



Effect: Teleport 4 squares 

Primary Attack: Intelligence vs. AC 

Hit: 1[W] + Strength modifier (+0) lightning damage. 

Effect: You can teleport 3 squares, and then make a secondary 

attack. 

Secondary Target: One creature other than the primary target. 
Secondary Attack: Intelligence vs. AC 
Hit: 1[W] lightning damage. 

Effect: You can teleport 2 squares, and then make a tertiary attack. 
Tertiary Target: One creature other than the primary and 
secondary targets. 

Tertiary Attack: Intelligence vs. AC 
Hit: 1[W] lightning damage. 

Dislocation Longsword +1: +15 attack, ld8+2 damage 



ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 



ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 



ADDITIONAL EFFECTS 

+1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 



I LEVEL 5 I BOOK pp 



LEVEL g [BOOK i 



5 Swordmage 



Dragon 385 




Psion 



DAILY POWER 



Vanishing Blade 



3 Arcane, Illusion, Teleportation, Weapon 



Standard 
ACTION 



15 
ATTACK 



AC 
DEFENSE 



Melee weapon 
RANGE 



One creature 
TARGET 



Attack: Intelligence vs. AC 
Hit: 2[W] + Intelligence modifier (+5) damage, and 
the target is marked until the end of your next turn. 
Miss: Half damage. 

Effect: You teleport 5 squares and become invisible 
until the end of your next turn. Until the end of the 
encounter, whenever you hit an enemy with a melee 
attack, you may teleport 3 squares as a free action. 

Dislocation Longsword +1: +15 attack, 2d8+7 
damage 







KEYWORDS 


USED 


KEYWORDS _ 

Fear, Stance 


USED 


Standard 


T * 


Personal 


Minor 


1 




Personal 


ACTION 


<► * 


RANGE 


ACTION 


<- 




RANGE 



Second Wind 



□ ENCOUNTER 




' Swordmage 



DAILY POWER 



Effect: Spend a healing surge and gain a +2 
bonus to all defenses until the start of your next 
turn. 



Mark of the Vigilante 



□ ENCOUNTER 



Effect: You assume a stance, the mark of the 
vigilante. Until the stance ends, you gain the 
following benefits. 

* Whenever you hit an enemy with a melee or 
ranged attack, you can mark the enemy until the 
end of your next turn. 

* You gain a +2 power bonus to all defenses 
against opportunity attacks that you provoke by 
moving. 



ADDITIONAL EFFECTS 

+ 1 Racial bonus to attack rolls when you're bloodied - 
Dragonborn Fury. 



ADDITIONAL EFFECTS 



ADDITIONAL EFFECTS 



5 Swordmage 



DAILY POWER 



v Dragon 390 



' PH 



UTILITY POWER 



' Vigilante 



UTILITY POWER 



4 Dragon 426 



Dimensional Stowaway 


Sword mage's Decree 


Dimensional Dodge 


KEYWORDS „ . . _ . ^ t . USED 

Psionic, Teleportation 


KEYWORDS . USED 

Arcane 


KEYWORDS n _,_ , , USED 

Arcane, Teleportation 


Free 






Melee 1 


Minor 


+ * 


Close blast 3 


Imm Interr 


1 




Personal 


ACTION 


<- 




RANGE 


ACTION 


3 


RANGE 


ACTION 


<- 




RANGE 


■ AT-WILL 


□ ENCOUNTER 


■ DAILY 


■ AT-WILL II ■ ENCOUNTER 


H DAILY 


■ AT-WILL 


■ ENCOUNTER 


□ DAILY 


Trigger: You teleport or a creature teleports you 
Target: One ally adjacent to you before the 
teleport 

Effect: You teleport the target to a square 
adjacent to your destination. 


Target: Each enemy in blast 
Effect: The target is marked by your Swordmage 
Aegis power. Marking the target does not remove 
the mark on another target already affected by 
your Swordmage Aegis. If you mark only one 
target with this power, you do not expend the 
power but cannot use it again during this 
encounter. 


Trigger: An enemy within 20 squares of you hits 

you with a ranged attack. 

Effect: You teleport adjacent to the enemy. 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


ADDITIONAL EFFECTS 


CLASS n . LEVEL - 

Psion 2 


BOOK pp 


CLASS - . LEVEL r 

Swordmage 6 


BOOK Ap 


Swordmage LEVEL 10 


BOOK FRpG 



UTILITY POWER 



UTILITY POWER 
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Dislocation Longsword +1 



ld8 

DAMAGE 



PROFICIENT 



Heavy Blade 
GROUP 



+ 1 attack rolls and damage rolls 

ENHANCEMENT 



4 

LEVEL 



+ld8 damage 

CRITICAL 



PROPERTIES 

Versatile 



Melee Basic Attack: +15 attack, ld8+7 damage 



ENCOUNTER Q DAILY 



Rarity: Uncommon 

Power (Daily • Augmentable, Teleportation): 

Free Action. Trigger: You hit an enemy with an 
attack using this weapon. Effect: You teleport the 
enemy to a square adjacent to one of your allies. 

Augment 2: The enemy grants combat advantage 
until the end of your next turn. 



Abduction Transcendent Ki Focus +1 



Ki Focus 

DAMAGE PROFICIENT GROUP 

i-l attack rolls and damage rolls 4 



ENHANCEMENT 



LEVEL 



i-ld6 damage 

CRITICAL 



Whenever you hit an enemy with a melee basic 
attack using this ki focus, you can slide the target 
1 square as a free action. 



ENCOUNTER Q DAILY 



Requirement: Must be able to use Ki Focuses as 
an implement. 
Rarity: Uncommon 

Power (Daily • Teleportation): Free Action. 
Trigger: You hit an enemy with a melee attack 
using this ki focus. Effect: You teleport 5 squares, 
and you teleport the enemy 5 squares to a square 
adjacent to you. 



| adjacent to you. 

|lTEM SLOT Kj Fqcus j WEIGHT Q jPRICE ^ | BOOK pp 



One-hand 



MAGIC WEAPON 



PH 
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